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Rayden, Kano 
and Baraka: 
demies in the 
Outworld, 
Allies 
at Home 


V' 

H his may be difficult to believe 
H but evidence has recently 
H been uncovered suggesting 
that a few of the characters 
commonly thought to exist 
only in the Outworld have somehow 
slipped through the Earth’s portal. 

At this very moment, Rayden, Kano and 
Baraka are walking the streets some¬ 
where in the Midwest visiting shopping 
malls, eating giant burritos and playing 

I know it sounds impossible, but they’re 
here, they exist, and I know, because I 
talked to them. They have finally decided 
to break their silence, because the more 
popular they become, the more difficult it 
is to lead normal lives. 

There are certain malls that I really 


can’t go to anymore, because there’s kids 
that recognize me,” Kano sadly confides 
as he prepares a plan of attack for the 
holiday shopping season. 

The venerable thunder god, Rayden, 
was enjoying a quiet moment of medita¬ 
tion at home when he realized that his 


explains, The kid [said], 
“Uhh, are you Rayden?" 

With that, the displeased 
god fires a lightning bolt at 
the wall and disappears. 


turf things are a little bit different. First off, 
on this planet, Rayden, Kano and Baraka 
do not possess the powers for which they 
are known. Secondly, all three of the 
Outworld rivals are great friends away 
from the deadly tournament. 

The reason behind their camaraderie is 
simple; they’ve 









"There are 
certain malls 
that I really 
can't go to 
anymore, 
because 
there's kids 
that recog¬ 
nize me/' 
Kano (Rich 
Divizio) sadly 
confides. 


Shu and has gone as far as a blue belt in 
Preying Mantis. 

Their Mortal Kombat performances have 
also been influenced in some ways by 
martial arts movies, especially those star¬ 
ring Bruce Lee. 

“He totally dominated the film screen,” 
says Pesina. “He was so intense com¬ 
pared to some of the martial artists today.” 

While Pesina now works at Midway as a 
video engineer, at the time they were con¬ 
tacted to try out for Mortal Kombat, both 
Pesina and Divizio were students at the 
American Academy Of Arts in Chicago, 
pursuing a career in, what else? 

Computer graphics. 

“Carlos and I had graduated together,” 
Divizio says. “I’m still pursuing a career in 
computer graphic imaging and design and 
graphics.” 

So how do you and your buddies get the 
chance to play characters in a video game 
like Mortal Kombat II? 

Being martial arts experts is a definite 
plus, but growing up with another friend of 
yours being someone like Mortal Kombat 
co-creator John Tobias doesn't hurt 

“We grew up with John Tobias, and he 
knew that we had done some stunts in the 
Teenage Mutant Ninja Turtles movie 
Secret Of The Ooze Part II," explains 
Divizio. “When it came time for him to do 
this game, he knew that he had some 
friends who knew martial arts, so he 
asked us if we’d like to videotape and 
have the people at Williams/Bally Midway 
take a look at us and see if we were good 
enough, and it all worked out.” 

Divizio appears as a foot soldier in 
Shredder’s army in the flick, and after 
heading out to Los Angeles for a vacation, 
Pesina found himself as a stand-in in the 
third Turtles movie. 

Both Pesina and Divizio have grown 
accustomed to seeing themselves as pixi¬ 
lated images in the game, but Pesina 
describes the first time watching himself 
as Rayden doing fatalities as “totally awe- 

“I could not believe it," Pesina recalls, 
'There are just certain moves that you can 
not do in martial arts, like a torpedo, [and 
seeing it] was a thrill. 

“It’s an experience,” he continues, “see¬ 
ing yourself in a fantasy-type role.” 

In spite of being used to watching them¬ 
selves on screen, both Pesina and Divizio 
are still taken aback when recognized in 
everyday life. They have not, however, let 
their newfound fame go to their heads. 

“Rich gets recognized more on the 
street than other characters,” explains 

“It's not weird anymore to look at the 
game and say, ‘Oh wow, that’s me,’” 






"I could not believe it," Pesina recalls. 


Divizio says, “I’m past that, but sometimes 
when I’m on the street [it feels strange].” 

The first time Pesina was recognized 
was over the phone when a fan called and 
asked if he was indeed Rayden. 

“Yeah, you can call Carlos Pesina at 1- 
900-Rayden!” Divizio jokes. (There is no 
phone-line to Rayden and none are 
planned.) 

“I really can't remember how it [hap¬ 
pened, but] it was just a nice feeling being 
noticed,” Divizio recalls. “It’s such a weird 
feeling how, just because you’re some¬ 
body all of a sudden, how people treat 
you. [I’m] just like everyone else, but it's 
like if I met Michael Jordan or something 
... it’s different.” 

When compared to action-film stars of 
today, Pesina laughs about being the 
comparison, but with a Mortal Kombat 
movie on the way, Divizio is a little more 
reflective. 

“I don’t know if you can really compare it 

ognized a little bit more as far as movies 
and things like [Mortal Kombaf\ coming 
up, but a lot of people probably still don’t 
think that these are real people in the 
game. Maybe when we do more inter¬ 
views and we’re seen more, people will 

“I had contacted the company that was 
making the movie so that I would be audi¬ 
tioned to be Kano six months to a year 
before they even cast Kano and then I'd 
seen that they had already cast [another 
actor],” Divizio continues, “so I was kind of 
ticked off that they already picked some¬ 
one, and I didn’t even have a chance to 
audition.” 

They were, however, invited as guests 
to the set of the Mortal Kombat movie by 
the film's producers. Although Pesina was 
too busy working at Midway to make the 
trip, Divizio managed to get out to see the 
sets and some of the filming. 

Movie stardom may not have welcomed 
the Mortal Kombat game cast as of yet, 
but in the meantime, with Mortal Kombat 
III on the way, fans of the game are glad 
to have them right where they are. 



"There are just certain moves that you can 
not do in martial arts, like a torpedo, [and 
seeing it] was a 
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1 *fm very Mortal Kombat fan worth his 
or her salt knows that kombat- 
A ants Sonya Blade and Jackson 
™ “Jax” Briggs made their bones in 
A the US Special Forces team. 

This group of highly special¬ 
ized government operatives take 
on challenges that no one else can, like the 
villainous Kano and his fellow scurvy dogs 
that comprise the Black Dragon Clan. 

Little else is really known about the conflict 
the two groups are engaged in with all of the 
attention being focused on the Mortal 
Kombat tournament, but that is about to 

Malibu Comics and writer/editor Mark 
Paniccia answer those questions this 
January with a two-issue Mortal Kombat: US 
Special Forces comic book mini-series. 

The Top Secret details behind this series 
feature the US Special Forces team, led by 
Sonya and Jax, trying to clamp down on 
Black Dragon Clan illegal activities. 

As the clan attempts to steal pieces of 
arcane ancient artifacts, the Special Forces 
team arrives and the two groups clash. 

When some of the Black Dragons escape, 
they leave the Special Forces team with the 
mystery of just why the thieves were after 
these fragments in the first place. 

“No one in the US Special Forces can fig¬ 
ure out what they are," Paniccia tells. ‘The 
only thing the scientific team can do is car¬ 
bon date them, and then the only thing they 
can tell is that they’re very old.” 

The mystery begins to come together 
when it is realized that the artifacts are all 
part of an object that, once put together, will 
cause another dimensional breach. 

“It’s up the US Special Forces characters 
to stop this from happening,” Paniccia adds. 


Contrary to what you might think, that 
breach does not lead to the Outworld-it's 
much more frightening. 

Look for some new faces to appear in the 
pages of Mortal Kombat: Special Forces as 
well. Five new operatives of Sonya's and 

“We’ve actually got three very cool female 
characters-Vapor, Mikka Stone and 
Sylence,” reveals Paniccia, ‘They're ninja- 
type characters. 

“We couldn’t super-power them up,” 
explains Paniccia, “because they’re not sup¬ 
posed to be superheros, they're just sup¬ 
posed to be highly-specialized agents-but 
they’re very reminiscent and true to the spirit 
of Mortal Kombat." 

Rounding out the ranks of this skillful team 
are the powerhouse Torque and the adven¬ 
turous Cody. 

Though the series was originally planned 
as a one-shot, Malibu decided the fans 
needed even more. 

‘We wanted to have two Mortal Kombat 
products out for February [along with the 
new Mortal Kombat: Battlewave series]. It 
does very well for us, and the whole reason 
we ended up putting Special Forces on 
schedule was because we didn’t want to 
give the readers a break from Mortal 
Kombat. We wanted to keep the action 
going, and we weren’t ready to start the sec¬ 
ond series until a month afterwards.” 

With the finest-trained warriors in the 
United States, US Special Forces agents are 
sure to kick up sparks when confronting 
Kano and his cronies. And don’t be sur¬ 
prised if this isn’t the last you see of the 
team that spit forth such bone-shattering 
operatives as Jax and Sonya Blade into 
future Mortal Kombat Tournaments. 










THE HIT 


COMES 


HOME PT.3 


by PERRY RODGERS 




Rayden administers shock treatment to his opponent in a 
Dead Pool that appears as if it could be from either the 
MKII arcade game or the SNES home version. 


I think that I have discovered the 
root of the problem; that is, the 
reason parents and educators 
have so much concern regarding the 
Mortal Kombat phenomenon. 

Violence? 

Time that could be better spent look¬ 
ing for some guy named Waldo? 
Definitely not. 

I have come to the conclusion that 
they are concerned about the influence 
the game will have directly affecting 
verbal SAT scores and in the future, to 
the entire English language when 
Generation X grows up and imposes 
revisions to Webster's dictionary. Kan’t 


you see it koming? Are you not kon- 
cerned? Literary Kancer, I tell ya! 

Slowly, the rules of grammar will 
change. Teachers of the future, 
weaned on Mortal Kombat, will preach, 
“I before E except after C, and a K for a 
C whenever you please.” 

Jiminy Kristmas! No wonder they’re 
worried! 

Speaking of Christmas (smooth 
segue, eh?), Team Kombat at 
Sculptured Software spent countless 
hours in ‘94 working diligently to put 
the wraps on Mortal Kombat II to 
ensure that it made it to 
store shelves in time for the 
holiday season. 

Mortal Kombat II is not 
much different than most 
games as far as develop¬ 
ment is concerned-90 per¬ 
cent of the work is seemingly 
in the last 10 percent of the 
development cycle. This can 
usually be based on a vari¬ 
ety of reasons ranging from 
unrealistic scheduling at the 
beginning of the project that 
did not allow for various 
hitches along the way to 
requests by the publisher 
and/or developer to include 
somethinjnn the game that 

W 


wasn’t originally anticipated. 

Most likely, however, it is simply a 
case of the publisher and developer 
wanting to continue to improve the 
code (make it run faster, improve artifi¬ 
cial intelligence), and improve the art, 
sound and music up until the very last 
minute. As the deadline drew closer, 
the team worked faster and longer to 
try to squeeze everything they’d come 
up with into the game. 

No doubt that by this time in the 
development process, there was also 
quite an emotional attachment to the 
game as you might expect after months 
of devoted attention, so programmers 
wanted it to be the best it can be. 

That stage of development also 
brings the proverbial proof to the pud¬ 
ding. Had the team, especially pro¬ 
grammers, avoided difficult, perhaps 
game-critical, tasks along the way such 
that coding them at this point could 
prove disastrous? Had the program¬ 
mers written “flexible” codes such that 
the game could be easily tuned, that 
the imminent 11th hour changes 
requested by the publisher can be 
made, and bugs found during testing 
can be fixed? 

For Team Kombat it was a very 
stressful time of development. It was 
also the time when the team members’ 














emotional attachment to the game 
became most evident. For the pro¬ 
grammers, the game is an expan¬ 
sion of their passion for program¬ 
ming. Such passion was undoubt¬ 
edly necessary to sustain the 
relentless pressure from Acclaim 
and Sculptured management to 
get the project done on time, not 
to mention a recurring problem ... 

_ tridge memory space 


were still tasks to 
accomplish. Mind 
you, it wasn’t a simple 
task to include every 
piece of art, every 
. character animat 
every so 


Team Kombat at 
Sculptured Software 
spent countless 
hours in '94 working 
diligently to put the 
wraps on Mortal 
Kombat II to 
ensure that it 
made it to store 
shelves in 

time for the A 
Christmas 

shopping # 0 % 

season JW 








time to resubmit should either reject the submitted code. Of 
course, ample time for manufacturing and delivery to retail 
stores is also a major consideration that makes the dead- 

Meanwhile, Vince Bracken, testing department head at 
Sculptured, received the first submission of the code from 
Jeff Peters, project manager at Sculptured, for his group to 
begin testing. Vince had a very significant, though often 
under-praised, position at Sculptured. His department was 
responsible for thoroughly testing the game. There were 
several full-time testers in the department, but temporary 
help is hired in the summer when most of the games will be 
finishing up for Christmas. This is convenient as avid game 
players were out of school and looking for summer jobs, 
and this past summer proved quite appetizing for those 
testers. As most of the testers had spent ample time in the 
arcade playing MKII, they were able to critique the game 
well and lend the expertise toward improving the game, 
finding bugs and significant differences from the arcade 
version. It was important that the testers had not much 
experience playing the SNES version of the game to date 
so that they could offer an objective and fresh view of the 
game. By that point the project managers and programmers 
were too familiar with the product to offer much valuable 
input. The programmers were better off winding down and 
getting some rest so that they could fix the bugs as tests 
reported them. 

Concurrently, the approval kitchen was becoming crowd¬ 
ed with chefs. Besides meeting Sculptured’s high internal 
standards, Acclaim and WMS had to approve the game. 

June 29, two days before the “drop dead” date to make 
the Christmas season, the game was deemed ready to sub¬ 
mit to Nintendo. ROMs, submission forms and videotapes 
were finally sent to Nintendo. But it wasn’t just “sit back and 
wait” for Team Kombat. They continued to test and tweak 
the game in the event that there might be some obscure 
bug in the game that Nintendo would reject it for. If 
Nintendo came up with something, Team Kombat would 
have spent their time wisely in that they might, have already 
found the bug or otherwise improved the game and be 
ready to resubmit without delay. 
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ileena and her twin 
. sister Kitana were 
two of Shao Kahn’s most feared assas¬ 
sins, both swearing their loyalty to 
the powerful Kahn. However, there 
has recently been reason to doubt 
Kitana-she’s been suspected of 
several clandestine meetings, and 
those in power are beginning 
to worry, so Mileena has been 
asked to “keep an eye” on 
her beloved sister. 




Should Kitana learn too much or 
make any overtly hostile gestures, 
Mileena’s sais will end her life. 
Meanwhile, both sisters have been 
sent into the fields of Mortal Kombat, 
picking off the Earthly warriors one 
by one on the tournament grounds. 

Mileena is an acrobatic fighter, 
capable of dynamic flying kicks or a 
vicious tumbling roll. Her incredible 
sais can pierce any armor on a run¬ 
away path to her victim’s heart. She 
loves to bring her victims to the edge 
of oblivion, then dispense of them 
with machine-gun blows from her 
sais. Other times, she'll simply 
devour her foe, spitting his stripped 
bones into a pile on the floor. Either 
way, she will show not a shred of 
mercy in spite of her beauty. 


Shao Kahn is worried that Kitana 
will learn her true origins, but if 
Kitana is not what she seems, 
Mileena is much worse. Shang Tsung 
watches it all with a smile, confident 
that a plan he set in motion years 
ago will soon see fruition. Mileena, 
however, is nobody’s puppet, and 
has her own plans for the Outworld! 

While Kitana sneaks off to her 
secret meetings, Mileena has 
enjoyed many a rendezvous with a 
secret lover, one with his own ambi¬ 
tion, and Mileena is very involved. 

However, if Mileena should suc¬ 
ceed in dispensing of the Earth fight¬ 
ers and if she eliminates her treach¬ 
erous sister, Kahn must not feel too 
safe or he will surely feel the sting of 
Mileena’s sais. 
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LOW ROLL SAI SHOT 

Tap back twice, down and then Hold down high punch for 2 sec- 

press high kick to bowl her over. onds and release for a quick shot. 


BASIC MOVES 



DROP KICK 

Tap forward twice and press low 
kick to drop on foes from above. 



DEFENSIVE 
SAI SHOT 


This quick, three-hit combo will 
deter people from jumping in at 
this gal. Use a standing low 
punch to knock them out of the 
air while holding high punch to 
charge the Sai Shot. After bounc¬ 
ing opponents up with the 
punch, jump after them with a 


kick and quickly release the high 
punch as the kick connects. The 
Sai Shot will blend into the kick 
animation for a quick one-two 
hit. The kick and Sai Shot combo 
can be used in several other sit¬ 
uations as well, but it makes for 
a great finish to this defense. 
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HOP KICK-SAI SHOT 


The Sai Shot is one of the rare 
special moves that aborts the 
previous animation and blends 
the previous move into it. Due to 
this skill, you can easily do a 


jump kick into the Sai Shot. 
However, the special nature of 
this move allows for a very tough 
but interesting combo. From up 
close, you can hop kick your 


opponent and get the Sai Shot 
off to totally take him by surprise 
if he gets too close. The Sai Shot 
is also the fastest projectile and 
can pin opponents down. 


DOUBLE HOP KICK 




All characters can do this double 
kick that was held over from the 
original Mortal Kombat. The 
Ninjas have the easiest time 
completing the maneuver, but 


everyone is not as lucky. The 
trick is to jump in with a really 
deep jump kick without kicking 
too early. If you hit your foe late 
and deep enough, you’ll land 


before he falls and have time to 
perform another quick hop kick. 
This is a pretty damaging two-hit 
combination, and it looks really 
cool as well. 











SUSPECTED DISSENSION. SHE 
MUST STOP IT AT ANY COST. 



This is a pretty simple corner 
combo that must be done on the 
far side of the screen. Jump at 
your opponent and do a deep 
kick; as they bounce up, do a 


standing high punch to keep your 
adversary juggling in the air. As 
you connect the punch, tap back 
to prepare the Roll and complete 
the motion to bowl them over for 


three hits. The punch in the mid¬ 
dle adds class to the move. The 
basic jump kick can be combined 
with a Roll anywhere for an easy, 
two-hit combo! 


CORNER COMBO 
































S hang Tsung’s treacherous 
quest for power did not go 
unnoticed by the elder gods. 
Watching from on high, 
they knew that should 
Shao Kahn’s followers suc- 
in his plot, the balances of 
power would be disrupted forever, 
end result could be the 
of reality. 

Tsung’s rights of challenge 
meant that the elder gods could 
not prevent Mortal Kombat... 








However, Tsung’s ego was so 
immense that he challenged a deity 
to join the Kombat-Rayden, god of 
thunder! At first Rayden’s status pre¬ 
vented him from participating, but he 
has taken a great interest in this 
round of Mortal Kombat. Tsung may 
have the right to challenge these 
Earthly warriors, but Rayden will 
ensure that the Kombat is fair. 

More than once, Rayden has 
stepped in to safeguard Earth’s fight¬ 
ers from Tsung’s treachery, whisking 
them from the hands of Goro or out 
of an Outworld dungeon, so he looks 
down at Rayden with complete dis¬ 
dain. Tsung is certain that, in the 
end, Rayden will join with the human 
warriors-and fall. 

As the god of thunder, Rayden can 


employ the power of the storm in any 
battle. The winds of the hurricane 
can also fling Rayden into a head¬ 
long charge. 

Tremendous bolts of lightning will 
arc from his mighty fists, and his 
touch will send millions of volts 
through a defenseless body. With the 
speed of a thunderbolt, Rayden will 
close in on his foe in a heartbeat, 
then deliver his mighty blow. 

Rayden has descended from the 
skies to enter Mortal Kombat, and he 
bears a warning: “Now is the time of 
the wind and the rain and the fury. 
Now is the time for the final storm, 
when evil is vanquished and gods 
walk the Earth once more. Men call 
me Rayden. And you would do well 
not to cross Rayden this day.” 
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COLOR: 

Platinum 

QUOTE: 

I strike quite a bit 


more than twice. 

MOVE: 

Torpedo 

FATALITY 

Shock Treatment 

FOE: 

Shang Tsung 

MOVIE: 

Big Trouble In 


Little China 

COMICS: 

The Mighty Thor 


(The Simonson 


run especially) 

ACTOR: 

Kurt Russell 

FOOD: 

California Maki 

WHAT'S ON HIS MIND? 

Goodness gracious, I sure 
hope the other gods don't 
mock my hat-hair. 















EXPLODING UPPER 








THE THUNDER GOD REALIZES THE 
GRIM INTENTIOniS OF SHAO KAHN 



ELECTRIC SHOCK 

Charge and release high punch 
for two seconds to fry them. 


LIGHTNING 

Roll down to forward and press low 
punch to be just like a thunder god. 



TORPEDO 

Tap back twice and forward, on 
the ground or in the air. 



BASIC MOVES 



KICK - 
ONE TWO 


From a deep jump kick you have 
two options; the first is easier to 
do. After you jump toward them, 
tap back. After the kick connects, 
press forward to blend the 
Torpedo into a kick. The other 
option is to do a deep jump kick 


with the joystick in the down 
position. After the kick, roll the 
stick forward and press low 
punch for the Lightning. The tim¬ 
ing for the Lightning combo is a 
lot harder than the Torpedo but 
may be impressive to look at. 


©. 
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ELECTRIC TRIPLE 


There are a lot of easier things 
you can do after an 
Electrocution, but this combo 
has a lot of style and does a 
good amount of damage. After 


you shock them, do a few stand¬ 
ing high punches to bounce 
them up in the air. As they juggle 
about, tap back twice and then 
forward as they’re about to land 


to catch them with the Torpedo. 
It is possible to do a jump kick 
after the punches and then the 
Torpedo, though it’s very hard to 
get off. 



As a defensive measure you 
have two choices; the first is a 
bit harder but looks quite cool to 
do. When an opponent jumps in, 
do one or two standing high 


punches to bounce them up in 
the air. As they fall back roll the 
motion for the Lightning and 
press low punch to catch them in 
a quirky high strike shown 


above. For an easier but less 
impressive time, after the high 
punches just do a Torpedo to 
catch them as they fall away to 
the ground. 






HI DISAPPEARS, BHJEVH) TO 
HAVE VBVIlIRfl) TO THE OUTWORLD 



CORNER TRAP COMB* 


Do this combo on a player who 
is trapped against the far wall. 
Jump in with a deep jump kick 
and as they bounce up press 
high punch to do a standing jab. 


As they recoil from the punch, 
roll the joystick for the Lightning 
motion and press low punch to 
catch them as they bounce off 
the invisible end wall. You can 


try for a Torpedo after the punch. 
However, the Lightning looks 
quite a bit better and the 
Torpedo, if missed, will leave you 
against the corner, vulnerable. 


DEEP KICK COMBO 



Like the other combo, Rayden 
can pull off a double hop kick if 
the first is deep enough. The key 
is to hit the kick button late as 



your character almost overlaps 
your opponent. If you are deep 
enough and hit the button late, 
you’ll still be able to kick him 



and land before he does. After 
you land, jump at your opponent 
with a quick hop kick for a dam¬ 
aging two-hit combo. 
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I n the original Mortal 
Kombat, Reptile was 
skulking in the shadows. He 
watched the warriors battle 
other with great interest and 
even saw fit to battle a few 
himself. All the while, he 
scouted them out for Shang 
and Shao Kahn. 

Now that knowledge 
is being put to use. 

stays close 
to Shang Tsung, 
lingering invisibly 
on the scene. 





If anyone dares to threaten the 
sorcerer, Reptile will lash out. 

Reptile is descended from a reptil¬ 
ian race that was thought long extinct 
in the Outworld. Though he disguises 
himself as a ninja, Reptile retains all 
the powers of his race. An acidic 
venom is characteristic of his breed, 
and he can spit it with great range 
and accuracy. He can also slither 
across the ground with amazing 
speed to strike. The camouflage tal¬ 
ent that enabled his ancestors to sur¬ 
vive has evolved into a total invisibili¬ 
ty, allowing Reptile to disappear from 
sight. He can fire a bolt of energy 
which does little true damage, but it 
throws its target for a loop, allowing 
Reptile more than enough time for a 
lethal strike. When the battle is won, 


Reptile’s tongue will devour his 
enemy’s skull as a victory supper. 

Like all of Shao Kahn’s minions, 
Reptile has his own secrets. He has 
been Shang Tsung’s faithful servant, 
but now he’s learned what Tsung 
really plans for the Outworld. Should 
Tsung or Shao Kahn come to power, 
Reptile’s race would become slaves, 
forced to serve those unholy mas¬ 
ters. Despite his loyalty to Tsung, his 
loyalty to his people is much greater. 
He will serve-for now. He will slaugh¬ 
ter the humans with precision and 
devotion and dote on his master’s 
every word. His time will come, how¬ 
ever, and Reptile’s venom will strike 
at Shang Tsung and Shao Kahn. One 
way or another, Reptile’s people will 
remain free. 




COLOR: 

Green 

QUOTE: 

Tasty! 

MOVE: 

Acid Spit 

FATALITY 

Tongue Lash 

FOE: 

Scorpion 

TV SHOW: 

V 

COMICS: 

Savage Dragon 

ACTOR: 

Robert Englund 

FOOD: 

Flies 

WHAT'S ON HIS HIND? 

Could anyone recommend a 
good skin lotion with aloe 
for my scaly skin? 






















SHANG TSUNG'S PERSONAL 
PROTECTOR,. REPTjLE LURKS 



ENERGY BALL 

Tap back twice and press both 
punch buttons for the energy ball. 


INVISIBILITY 

Hold block, push up twice, down 
and release block to tap HP. 


ACID SPIT 

Tap forward twice and press 
high punch for a quick spit. 



BASIC MOVES 


KICK & 
SPIT/SLIDE 


From a deep jump kick, you can 
do two different combos. After 
the kick first connects, start tap¬ 
ping forward. Once your feet 
touch the ground, press high 
punch to do the Acid Spit. An 
easier option is to do the kick 
and immediately pull down and 



press low punch, block and low 
kick together to go into a Power 
Slide. The Kick-Slide combo 
takes less timing than the Acid 
Spit and is easier to surprise 
opponents with. If the kick is not 
deep enough, your foe can block 
it unless he expects the Slide. 











BABALITY 










...II THE SHADOWS STOPPING All 
THOSE WHO WOULD DO HIM HARM 


DEFENSIVE JUGGLE 



Reptile has a simple defensive 
combination. Since none of his 
special moves can be chained 
with an aerial assault, he can 
only perform a single move on a 
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foe in the air. When a player is 
foolish enough to jump in on 
him, do one or two quick stand- 


ing high punches followed by a 
devastating jump kick. After the 



high punches, you can do a 
nasty Acid Spit or a Power Slide 
(as described in the first combo) 
but these do a lot less damage 
than a jump kick. 


DEFENSIVE 



This is a classy-looking combo 
that really doesn’t do much more 
damage than a simple uppercut 
after the Energy Ball, but it does 
look cool when you pull it off 


ONE-TWO 
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successfully. If your opponent 
falls for the Energy Ball, step in a 
bit and do one or two standing 
high punches to bounce him up 
and keep him in the air. Follow 



this up with a hop kick to sneak 
in the extra hit. You could also 
try to throw in a slide at the end, 
but it can be easily blocked if the 
other player is ready for it. 











MS HUMAN FORM IS BBJEVQ) TO 
DISGUISE A HORRID CREATURE! 



CORNER ROUNDHOUSE 


Try this tricky ninja corner com¬ 
bination. The other player must 
be at the far wall for it to work. 
This seems to be possible for all 
of the ninjas. The key to it is to 


jump deep but very low toward 
your opponent’s feet. If you jump 
correctly, you’ll be able to do a 
roundhouse kick after they 
bounce off the invisible wall. 


After the first kick, you can do 
another one immediately after it 
if you time it right and the initial 
kick is low enough. It is hard to 
do, but it does a lot of damage. 


CORNER JUGGLE 



If your opponent is trapped 
against the far wall, try this jug¬ 
gling corner combo. Jump in 
with a deep jump kick and imme¬ 



diately crouch down and do two 
low jabs. This will keep them in 
the air. As an extra hit, you can 
stand back up and do a high 



punch to keep the juggle going. 
When you’re done bouncing him 
around, use an uppercut to finish 
and add heavy damage. 











Kintaro to the wall with jabs. 




ven a warrior 


E: 

mourn the 

loss of its 
young. When Goro 
perished in the grand 
finale of the original 
Mortal Kombat, his 
father sought revenge. 

When that father is 
Gorbak, king of 
Kuatan, this becomes 
an undertaking the 
entire society will sup¬ 
port. 

When Gorbak 
learned that a cadre of 
Outworld warriors were 
being deployed to the 
Earth realm, he 
demanded that a 
Kuatan warrior be 
involved. Kintaro 
stepped forward. The 
leonine creature would 
probably be a match for e 
mighty Goro, bearing not only the 
strength of the Kuatan fighters but 
also the prowess of a lion king. 

Accompanying Shao Kahn’s other 
warriors to the Earth realm, Kintaro 
immediately rejoiced in the havoc he 
could wreak on our world. Kintaro 
alone nearly held five Kombatants at 
a standstill, and had Rayden not inter¬ 
vened, the humans would be in deep 
trouble. 

Should any of Earth’s champions 
fight their way through Mortal Kombat, 
they will find themselves at the mercy 
of Kintaro. Round after round of terri¬ 
ble battle, after being beaten, bruised 
and worn down in fight after fight, they 
will find themselves facing a monster 
three times their size across the tour¬ 



n the 


nament court. They’ll have to stare 
into those yellow eyes which have 
never known fear and try to present a 
brave front while the beast snarls and 

Afraid to approach? Kintaro will start 
with blazing fireballs to hail upon you, 
then leap immense distances to crush 
you. His four long arms can deliver 
uppercuts that will send any man reel¬ 
ing. There is no affection of any sort 
when Kintaro’s four arms wrap his 
prey in a deadly embrace. 

Shao Kahn has reason to doubt his 
other minions, but never Kintaro. 
Kintaro has no ambitions except to 
perform his king’s will-and his king’s 
will is to avenge Goro’s death. 
Somebody must die at Kintaro’s 
hands. Anyone will do. 
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Jax is pretty successful against ol’ tiger face. First, use a Gotcha' Grab to hit him. 
As soon as Kintaro breaks free, he will unload with a fireball. 

Jump over it, then kick him in the head. 



With the evil Kano tied up as a hostage in 
the background and the infinitely more for¬ 
midable Shao Kahn seated regally in the 
background, Kintaro intends to please his 
master as he leaps in for the kill. 

In fact, for the majority of gamers, 
although Kintaro is the second to the last 
kombatant to face, he is often the most diffi¬ 
cult to conquer. 

Of all the musclebound fighters, however, 
Kitana seems to be the best bet to take the 
monster, Kintaro, down for the count. 

Either her deadly fans make her the most 
well-equipped to stave off his ferocious 
four-armed attacks, or her beauty simply 
softens up the beast. 

Patience is the key as you wait for Kintaro 
to walk into her Wave Raise, and then sur¬ 
prise him with an air combination. 

If he is not surprised, he’ll stop short, 
forcing you to jump kick over his dreaded 












The Mortal Kombat 
Tournament Edition 
Comic Book .. 


he monster is coming to get 
you. In fact, it’s sneaking up 
behind you right now. 

What is it? 

“It's a 64-page special battle 
edition of Mortal Kombat" 
beams writer Charles 
Marshall. “[It’s] the culmination 
of the Mortal Kombat: Blood & 
Thunder storyline and the 
Goro, Prince Of Pain minis¬ 
eries. [They] all lead into this 
one blockbuster finale, and we’re really hav¬ 
ing some fun with it. 

“It boils down to the very essence of Mortal 
Kombat; one group against the other in one- 
on-one competition. 

This culmination of power is one of the first 
ideas Malibu Comics decided on when origi¬ 
nally planning out Mortal Kombat comics, 
and it’s what the Blood and Thunder and 
Goro storylines have been building toward. 

In the Mortal Kombat: Blood & Thunder 
storyline, the unthinkable has happened-the 
generations-old tournament has been post- 

The evil sorcerer, Shang Tsung, has 
recently uncovered one of the last Books Of 
Power, the Tao Te Zahn, which after seven 
riddles provides the recipient with every 
Mortal Kombat skill imaginable. 

Tsung has set upon mastering the tome’s 
secrets when Kano manages to sneak it 
away. Chaos ensues and characters find 
themselves scattered about the Mortal 
Kombat universe, attempting to uncover the 


book for themselves. 

In the Mortal Kombat: Tournament Edition, 
these seven riddles are finally answered. 

The book opens and one member of the MK 
cast receives all the powers imaginable. 

“It’s pretty unexpected who winds up with 
[the powers],’’ says Paniccia. “I won’t tip our 
hand right now, but it turns out pretty wild, 
and then they just go nuts-it’s just all out 
battle." 

Did someone just say battle? 

When you hear the world 'battle' in regard 
to Mortal Kombat comics, the mighty Goro 
can’t be too far behind, and he shows up just 
in time to get in on the all-out madness. 

Marshall says, "and it’ll be (as always with 
Goro) spectacular.” 

Not as many elements will lead into the 
Tournament Edition from the Goro mini¬ 
series as there will be from Mortal Kombat: 
Blood & Thunder, but the four-armed prince 
is back with a vengeance. 

“It's more self-contained than the Blood & 
Thunder storyline [which] actually carries on 
right into it,” explains Marshall. “At the end of 
Mortal Kombat: Blood & Thunder #6, the last 
page has all the characters brought into one 
room together for the first time, and what 
happens after that is what would naturally 
happen if you got all of these characters 
together-they all spread out and go after it. 

“It's what Mortal Kombat really is,” says 
Marshall, “two characters squaring off 



other. It also tries to say something extra 
about some of the characters. I really 
enjoyed that aspect of the battle edition. We 
tried to pit the original characters from Mortal 
Kombat against the MK1I characters, which 
hasn’t been done.” 









Mortal Kombat 
really is." says 


Marshall, two 
characters 
squaring off 


against each 


Matching up characters from Mortal 
Kombat against those found exclusively in 
Mortal Kombat II has been one of the most 
intriguing aspects of the book. 

“Kitana and Scorpion was a match-up that 
worked out really nice-[as did] Sub-Zero and 
Jax,” Marshall reveals. "Baraka and Johnny 
Cage was a nice little match-up too, 
because Baraka is just such a fun charac- 
ter-Cage played off of him nicely. There’ll be 
some interesting match-ups." 

It's not just the physical match-ups that 
have made Tournament Edition fun to work 
with either, but character attitudes toward 
one another as well. 

“It’s one of those projects where it all just 
kind of fell into place,” Marshall continues. “I 
liked how all of these characters act differ¬ 
ently around each other. It’s fun exploring 
how they react [and] interact, and within that, 
to try to give a little bit of extra insights or 
information about the characters that you 
possibly wouldn’t get playing the game." 

Patrick Rolo’s artwork for the Tournament 
Edition is some of his best work to date. 

“We got to give Patrick Rolo some room to 
really show what he can do,” boasts 
Marshall. 


“It’s a beautiful book," gushes Paniccia. 
“Patrick Rolo is perfect for Mortal Kombat. 
Looking at the penciled pages ... they were 
just so beautiful when we got them and so 
action packed. He’s one of those artists that 
if you look away you feel like you’re going to 
get kicked by one of the feet coming out of 

So far, both editor and writer are keeping 
the issue’s major surprises under wraps, but 
there are certain things that astute fans may 
be able guess about this climactic issue. 

“I don’t want to give too much away,” says 
Paniccia, “because I don’t want the kids to 
have all the surprises removed from it, but 
obviously you’re not going to have anybody 
major die, because we really can’t kill any of 
the characters, but they don’t have the per- 

face to face with Baraka and hear what kind 
of dialogue [is exchanged] helps [the charac¬ 
ters] come to life a little bit more than when 
you’re just playing the game and you have 
fists and feet flying.” 

While Tournament Edition wraps up the 

for this popular series. 

Working with Mortal Kombat creators Ed 


Boon and John Tobias as well as the pro¬ 
ducer, Larry Kasanoff, of the upcoming 
Mortal Kombat movie, storylines keep evolv¬ 
ing. Plans call for Mortal Kombat: Battiewave 
to begin in February, with secret characters 
making possible appearances-perhaps even 
MKIII characters. 
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YOU DEMANDED IT! YOU COT IT! 

HALLOWEEN 

COMICS! 
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Now you can receive the hottest new comics magazine at your front 

SIMPSON! 


door! If you want the latest info on all the hot comics, artists, writers, 
insider news, trading cards, movies, action figures, and much more in 


3 

c comrics, then HERO is the magazine for you! Plus: 



• Original full-size comics, like X and Extreme! 

• Incredible contests like our Exclusive Scratch-Off Cards that could , 



net you tons of valuable prizes! 

• Groundbreaking premiums like the Bone PVC that set HERO apart from 
the rest r pf the pack! 

Finally a way to catch the exclusive reviews, pictures and previews of 
upcoming comics each and every month. Don't miss a single issue, 
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because if you didn’t read it in HERO ILLUSTRATED—you didn’t read it at all! 

JACK KIRBY: 1917-1994 _ 




HAVE THE HERO ILLUSTRATED 
COME RIGHT TO YOUR DOOR! 

I Get 12 issues of HERO for only $24.95! Send payment to: 
HERO ILLUSTRATED, P.0. Box 1613, Lombard, IL 60148-8613 


For Faster Service, Call: 

708 - 268-2498 














Cards 
improve 
your game? 

© 


H battle is always the victor. 
That seems like a simple 
recipe for success, but com¬ 
piling that plan takes 
research. You have to know 
not only your opponents’ strengths and 
weaknesses, but your own skills and 
limitations as well. A superior plan of 
attack is vital to emerging victorious. 

For Mortal Kombat II kombatants, the 
information you need to survive and 
thrive in the Outworld has just been 
made easier to find. At your fingertips 
lies everything you need to know in 
eight-card packs of Mortal Kombat II 
trading cards from Classic Games. 

Combining the non-sports card craze 
with the Mortal Kombat II phenomenon 
that has swept the country, the card 
fronts picture a devastating move, while 
the backs reveal how you can make that 
move on either a Game Boy, Sega 
Genesis or Super NES systems. 

While Classic’s set of Mortal Kombat 
cards from the first game features 100 
cards and similar strategies (and sells 
for $10-12 per set), the MK II set is 









Learn how 
to make 
babies out 
of all Mortal 
Kombatants 
on both the 
SNES& 
Genesis 
game 
systems. 

























































































































RAYDEN'S NAME 
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GAMES, STRATEGIES AND EXCLUSIVE INFO BEHIND 
THE SCENES ON MORTAL KOMBAT II! 

PLUS ORIGINAL ARTWORK AND POSTER BY 
PATRICK ROLO AND RICHARD EMOND! 

AND MUCH, MUCH MORE! 
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■fflf BISfifST EGM EVBI! 


BECOME A VIDEO GAME V.I.P. 

& GET 12 ISSUES OF EGM & Q-LETTER! 

Get 12 issues of EGM plus Cheat Sheet for the special reduced price of $28.95! 
Send payment to: EGM, P.0. Box 7524, Red Oak, IA 51591-0524 


Name_ 

Address 

City_ 

State 


_Payment Enclosed 

Credit Card Orders: 

_VISA _Ml 

Card No._ 

Exp. Date_ 

Signature _ 


For Faster Servile, Call Toll-Free: 
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AND RECEIVE 12 INCREDIBLE ISSUES & Q-LETTER! 


Each big, full-color issue of EGM is 
packed with In-Your-Face information 
and exclusive coverage of the hottest 
video game action you can find. 


EGM is the only mag loaded with 
special pull-out strategy guides, killer 
maps and super secrets that will send 
your scores soaring! 


monthly 

•tr' 


You find all this and more only in the 
biggest and best video game 
magazine! Be the first to get every 
action-packed page delivered to your 
door by subscribing today! 


























elling releases from 
hem and do let us know. 


Thank you! 


Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 
Please visit us www.refromags.com 


is made from these scans, nor do we offer anything 
available from the publishers themselves. 
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